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LIMITED WARRANTY AND DISK REPLACEMENT 
THE PROGRAM IS PROVIDED WITHOUT WARRANTY OF 
ANY KIND, EITHER EXPRESSED OR IMPLIED, INCLUDING, 
BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE. THE ENTIRE RISK AS TO THE QUALITY AND 
PERFORMANCE OF THE PROGRAM IS YOURS. SHOULD THE 
PROGRAM PROVE DEFECTIVE, YOU ASSUME THE ENTIRE 
COST OF SERVICING, REPAIR OR CORRECTION. 
IN NO EVENTS WILL EAGLE COMPUTER CONSULTING, INC. 
BE LIABLE TO YOU FOR ANY DAMAGES, INCLUDING ANY 
LOST PROFITS, LOST SAVINGS OR OTHER INCIDENTAL OR 
CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OR 
INABILITY TO USE SUCH PROGRAM EVEN IF EAGLE 
COMPUTER CONSULTING, INC. HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES, OR FOR ANY CLAIM BY 
ANY OTHER PARTY. 
SOME STATES DO NOT ALLOW THE EXCLUSION OF IMPLIED 
WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT APPLY 
TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH 
VARY FROM STATE TO STATE. 
Eagle Computer Consulting, Inc. warrants the diskette to be free from 
defects in materials and workmanship for thirty days from the date of 
purchase. Complete and return the registration card and this limited 
warranty will be extended for an additional thirty days. 
If your diskette should be damaged, mail the damaged diskette along 
with a copy of your purchase receipt to Eagle Computer Consulting, Inc., 
3000 North Wales Rd., Norristown, PA 19403. A new diskette will be 
mailed to you, free of charge. If your diskette becomes defective after the 
thirty days, mail the damaged diskette along with $10.00 and a new 
diskette will be mailed to you. 
Eagle Computer Consulting, Inc. believes that software should function 
correctly. Therefore, Eagle Computer Consulting, Inc. will pay $40.00 to 
the first person who documents a problem that can be recreated by Eagle 
Computer Consulting, Inc. Forty dollars will be paid for each software 
problem found, but only to the first person reporting it. A problem is 
defined as results that Eagle Computer Consulting, Inc. did not expect 
through normal operations and can recreate. Tampered files or modules 
will not be considered. 
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CHAPTER 1. INTRODUCTION 
Caring For Your StarShip Valiant Diskette 
To insure that your diskette remains in good operating condition please 
observe the following precautions: 
eDO use only a felt tip pen when writing on the diskette label. 
eDO grasp the diskette only by the corners. 
¢DO replace diskette in its protective sleeve when not in use. 
eDO NOT use pencils or ballpoint pens on the diskette. 
eDO NOT bend the diskette. 
eDO NOT expose the diskette to direct sunlight or extreme heat. 
DO NOT touch the diskette itself. 
*DO NOT allow magnets near the diskette. 
eDO NOT clean the diskette. 


Making Your StarShip Valiant Diskette A Double Sided Diskette 
The StarShip Valiant diskette is distributed as a single sided diskette so 
that it may be compatible with the greatest number of systems. If you 
have double sided diskette drives (320K) you may want to modify the 
StarShip Valiant diskette to take advantage of the additional space. To 
do this, your diskette was provided with batch files that will provide all 
the Disk Operating System (DOS) commands necessary. 
If you want to make your diskette double sided follow these instructions: 
1) Place the DOS disk in drive A. and turn the power switch on. 
2) Place the StarShip Valiant diskette in drive A. 
3) Place the DOS disk in drive B. If you have a single drive system wait for 
the DOS message asking for the diskette for drive B. 
4) If you are using DOS I. type ‘DOSIDBLE’ 
If you are using DOS 2. type ‘DOS2DBLE’ 
5) Follow the steps described in the batch file. 


The session listed below is for DOS 2. and may be used for reference. If 
you have trouble at any time press the Ctrl and the Scroll Lock key at the 
same time to stop. 


A> DOS2DBLE < You type this. 


A> PAUSE Place a DOS 2. disk in drive B 
Strike a key when ready... 


A> IF NOT EXIST B:COMMAND.COM GOTO ERR 
A> IF NOT EXIST B:FORMAT.COM GOTO ERR 
A> GOTO OK 

A> CLS 

A> TYPE DBLI.MSG 


Follow the following steps: 
1) Move the DOS disk in drive B to drive A when the message asks for it. 
2) Place an empty double sided disk into drive B. 
3) The disk in drive B will then be formatted as a double sided disk. After 
the format is done a question will appear asking if you want another disk 
formatted; answer No. After you answer No, DOS will ask for the disk 
containing the batch file to be placed in drive A. This is the StarShip 
Valiant disk, so place the StarShip Valiant disk back in drive A. 
A>B:FORMAT B:/8/S 
Insert DOS disk in drive A: 
and strike any key when ready 
Insert new diskette for drive B: +— This is NOT 
and strike any key when ready the StarShip Valiant 

diskette 


Formatting . . . Format complete 
System transferred 


322560 bytes total disk space +—If there are more than three lines 


40960 bytes used by system start again with 
281600 bytes available on disk a new diskette 
Format another (Y/N)?N < You type N. 
A> 


Insert disk with batch file 
and press any key when ready 
A>. COPY *.* B: 
VALIANT.EXE 
VALHELP.EXE 
COPYDISK.COM 
DOSIDBLE.BAT 
DOS2DBLE.BAT 
DBL2.BAT 
DBLI.MSG 
DBL2.MSG 

8 File(s) copied 


A> B:DBL2 
A> TYPE DBL2.MSG 


Follow the following steps: 
1) The double sided disk in drive B will be copied to the StarShip Valiant 
disk in drive A. Make sure the write protect marker has been removed. 
2) After the copy is complete, you will be asked if you want to copy 
another, answer No. 


A> COPYDISK B: A: 

Insert source diskette in drive B: 

Insert target diskette in drive A: 

Strike any key when ready 

Copying 2 side(s) 

Copy complete 

Copy another (Y/N)?N < You type N. 
A> 


How To Load Your StarShip Valiant Diskette 

Load the disk operating system (DOS). This may be done by placing the 
DOS disk in drive A and turning on the power switch. 

1. Insert your StarShip Valiant diskette in drive A. Place the labeled side 
up. 

2. Set the default disk to the disk drive where you want your records 
recorded. This may be your StarShip Valiant diskette in drive A. To set 
drive B as the default type “B:” and press the “ENTER” key. 

3. Type “A: VALIANT” and press the “ENTER” key. 

You are now ready to embark on your interstellar adventure, but we 
strongly advise that you first read the entire instruction booklet before 
proceeding further. 


CHAPTER 2. ABOUT THE SIMULATION 
Your Goal 


Here at the United Federation of Peoples Training Center, we place great 
importance on battle simulations such as the one you will soon begin. In 
this simulation you are the Commander of the United Federation 
StarShip Valiant. Your mission is simply this: you must destroy all the 
Amdron battle cruisers in the Galaxy. Your grade will be best if you do 
this in the shortest period of time using a minimum of supplies while 
defending all your Starbases. 


Galaxy - Quadrants - Sectors 

In this simulation, the galaxy is defined by 64 QUADRANTS which are 
organized in an 8-row by 8-column grid. Information regarding all 
known Quadrants is displayed in the Galaxy Map shown in the bottom 
central portion of the screen. Each Quadrant is identified by two 
numbers: a row number and a column number. Within each Quadrant 
there are 64 SECTORS, also organized in an 8-row by 8-column grid. 
Each Sector is similarly identified by its row number and column 
number, It is therefore possible to identify any of the 4096 Sectors in the 
Galaxy by its Quadrant row and column numbers, then its Sector row 
and column numbers within that Quadrant. 

UFS Valiant 


Your ship is called the United Federation StarShip (UFS) Valiant. It has 
two types of propulsion systems: Cruise Engines and Warp Engines. The 
Cruise Engines are used to move the ship WITHIN a Quadrant, whereas 
the Warp Engines are used to move the ship BETWEEN Quadrants. 
When Warp Engines are employed, the UFS Valiant actually exceeds the 
speed of light and momentarily enters an extra-dimensional space, later 
to reappear in another Quadrant. 

Your ship has two types of weapons: Pulse Torpedoes and Lasers. Pulse 
Torpedoes are by far the more powerful weapon; for not only are they 
capable of destroying Amdron battle cruisers, but they can demolish 
asteroids and even your own Starbases, It is also possible to destroy an 
Amdron torpedo with one of yours. The UFS Valiant has an advanced 
torpedo propulsion system that allows Valiant torpedoes to travel much 
faster than Amdron torpedoes. Therefore, it is possible to see Amdron 
torpedoes while they are in flight, but not your own. You will start witha 
full supply of torpedoes which must periodically be replenished. 


Lasers are beams of energy that are directed against an enemy ship. A 
variable amount of energy directed at a target will penetrate the enemy’s 
deflector shields. This amount of energy depends on your distance from 
the enemy and the strength of the enemy shields. Shields are strongest 
when the ship is completely fueled, and become weakened as energy is 
expended. Thus, Lasers are particularly effective weapons when Amdron 
battle cruisers are weak. 


To complement your offensive power, your ship has been equipped with 
deflector shields. Unfortunately, they are useless against Amdron 
torpedoes but serve greatly to defend against laser attacks. As with the 
Amdrons, your shields are strongest when the UFS Valiant is freshly 
refueled. 

The most valuable resource of the UFS Valiant is its energy. This energy 
is used to power the engines, shields, and lasers. If your energy level 
should drop to zero, your ship will be destroyed. It is therefore important 
to keep watch of your energy supply and refuel when your energy level is 
low. 


Damage 

There are six major systems that are vital to the UFS Valiant. These 
systems are: 1) Warp Engines, 2) Cruise Engines, 3) Pulse Torpedo 
Tubes, 4) Lasers, 5) Deflectors, and 6) Sensors. When the UFS Valiant is 
hit by laser fire, these systems may be damaged. Should this occur, a 
message designating the damaged system will be displayed immediately. 
There is, also a “Damage” command that may be used to review all 
systems and their respective repair times. 

Starbases 


When the UFS Valiant is positioned next to a Starbase, docked, that 
Starbase will automatically refill the UFS Valiant with energy and 
torpedoes, if available. Although Starbases begin with vast supplies of 
torpedoes and energy, they are not unlimited and you may deplete their 
reserves. Each Starbase will manufacture torpedoes and regenerate 
energy as time passes, but will never have more than its original inventory 
of supplies. 

Docking at a Starbase will automatically repair any damaged systems of 
the UFS Valiant. The number of Starbases with which you are supplied 
will depend on your current skill level. As your skill increases, your 
number of available Starbases decreases. Not only do Starbases refill 
your stores, but they will also defend themselves and you when you are 
docked. /MPORTANT: Starbases may be attacked and may be destroy- 
ed. The UFS Valiant does not even have to be in the same Quadrant as the 
Starbase. Ifa Starbase is under attack, it will attempt to send a message to 
you. This message may become garbled due to Amdron electronic 
countermeasures. 


Amdrons 


As mentioned earlier, your worthy foes are called Amdrons. Like you, 
they have two types of weapons: torpedoes and lasers. If you are hit by an 
Amdron torpedo, your ship will be destroyed. Their torpedoes are also 
powerful enough to destroy your Starbases. Fortunately, their torpedoes 
move relatively slowly and can be dodged, or destroyed by Valiant 
torpedoes. Their lasers are similar to yours; they are extremely fast and 
cannot be dodged. If you are hit by a laser, a certain amount of energy will 
be deducted from your supply. This is generally not fatal unless you are 
low on energy. 

There are two special Amdron battle cruisers which, if destroyed, 
radically change Amdron strategies and strengths: the Flagship and the 
Fuelship. The Flagship provides the Amdron invaders with intelligent 
strategies and the Fuelship resupplies them. 


As long as the Flagship is not destroyed, the Amdron battle cruisers will 
employ a strategy of relentless attack aimed at destroying the UFS 
Valiant and its Starbases. The Amdrons realize that the UFS Valiant isa 


superior ship and they will attempt to cluster together and attack the UFS 
Valiant with superior numbers. During a battle, the Amdrons will retreat 
when weakened and be replaced by fresh battle cruisers. Also, Amdron 
battle cruisers may attack Starbases when so directed by the Flagship. 
These strategies cease when the Flagship is destroyed. 


The Amdron Fuelship resupplies the Amdron battle cruisers with energy 
and torpedoes. This ship need not be in the same Quadrant as an Amdron 
battle cruiser to resupply it; but a battle cruiser may not be resupplied 
when it is in the same Quadrant as the UFS Valiant. When the Fuelship is 
destroyed the Amdron battle cruisers will soon lose all their available 
torpedoes and will be unable to replenish their energy. 

Asteroids 


Within most Quadrants are found a random number of asteroids. You 
will find them a nuisance. They may get in your way when youtry to move 
and Amdrons will hide behind them. You have the capability to destroy 
them, but it will cost you a torpedo to destroy each asteroid. It should 
also be noted that when you reenter a Quadrant, asteroids may be 
positioned differently than when last you were in the Quadrant. 
Rating 

Your rating is simply your score. During play, your rating will be 
constantly measured. As you destroy Amdron battle cruisers, your rating 
increases; as time passes, your rating decreases. At the end of the game, 
your rating will be adjusted based on the number of torpedoes remaining 
and averaged with your previous games. 


It is important not to lose your Starbases. Your rating will be cut twenty 
percent for each Starbase that is destroyed. Your rating determines your 
rank. If your average rating is 1000 or less, you will have the Rank of First 
Officer; an average of 1001-1500 will earn the rank of Captain, and those 
very few whose averages are above 1500 are honored with the rank of 
Admiral. 

Rank 


So that your progress can be measured, the United Federation of Peoples 
Training Center has established three distinct levels of achievement. The 
first level is the rank of First Officer. The simulation is fairly easy at this 
level, for instance, Amdron torpedoes travel very slowly and are easily 
dodged, Amdron battle cruisers will not attack your Starbases, Amdron 
battle cruisers will not attack the UFS Valiant in great numbers; and they 
will generally be less aggressive. The second rank is that of Captain. At 
this level the Amdron battle cruisers begin to come alive and aggressively 
attack and defend themselves. This is the rank that most cadets will 
attain, The third and highest rank is Admiral. This level is hard to achieve 
and almost impossible to maintain for any period of time. 


The better your rank the better the StarShip you are given. The number 
of torpedoes the UFS Valiant can carry, the number that can be fired at 
one time (the number of Pulse Tubes), and the amount of energy the UFS 


Valiant can carry varies by rank according to the following chart. 


RANK TORPEDOES PULSE TUBES ENERGY 
First Officer 12 
15 


Monitors 


Initially, you are randomly placed in a Quadrant containing one 
Starbase. The other 63 Quadrants are unmonitored and the Valiant 
computer is unable to display information concerning them. You may 
place a monitor in a Quadrant by entering that Quadrant or by sending in 
a monitor from an adjacent Quadrant. The UFS Valiant will 
automatically place a monitor in any Quadrant entered. Once a 
Quadrant is monitored, the Valiant computer will continue to keep you 
updated concerning the number of asteroids, Amdron battle cruisers, 
and the status of any Starbase within that Quadrant. 


Concerning Actual Time 


TIME PASSES ONLY WHILE YOUR COMMANDS ARE BEING 
EXECUTED. There is no penalty for taking time between moves. It is 
thus possible to leave the simulation for a while and come back to it 
exactly where you left off. 


CHAPTER 3. EXPLANATION OF THE UFS VALIANT CONSOLE 
The Galaxy 

The galaxy is divided into 64 Quadrants which are displayed in the 
bottom central portion of the screen. Here will be shown the presence of a 


Starbase, along with the number of Amdrons and the number of 


asteroids in that Quadrant. This information will be represented by a one 
to three digit number. The “hundreds” digit will be a “1” if a Starbase is 
present. The “tens” digit is the number of Amdron battle cruisers in the 
Quadrant. And finally, the “ones” digit indicates the number of asteroids 
present. Some examples of possible displays are described below. 


Sd 


. 


DISPLAY DESCRIPTION 


31042 1 Starbase, no Amdrons, 4 Asteroids 
no Starbase, | Amdron, 3 Asteroids 


no Starbase, no Amdrons, no Asteroids 
UNMONITORED 


Quadrant identification has the form: Q(row number, column number); 
therefore, the upper left Quadrant is denoted by Q(1,1), and the lower 
right Quadrant by Q(8,8). On the partial console display below, the UFS 
Valiant is shown (by the designation on the right) to be located in 
Quadrant (4,3). Notice that Q(4,3) contains | Starbase, 3 Amdrons, and 9 
asteroids. 


Quadrants And Sectors 


Within each Quadrant are 64 Sectors. They are displayed on the bottom 
left portion of the screen. As with the Quadrants, Sector identifications 
are of the form: S(row number, column number); hence, the upper left 
Sector is denoted by S(1,1), and the lower right Sector is denoted by 
S(8,8). This display can be thought of as a map of the Quadrant currently 
occupied by the UFS Valiant. It displays your location, and those of any 
Starbases, Amdrons, and asteroids. By the notation on the right, you can 
see that the UFS Valiant is located in Quadrant (4,3) and Sector (3,8). In 
the Quadrant map on the left, you are represented by “ ¢ ", your 
Starbase is represented by “ o “, each Amdron is represented by 
“ ", and each asteroid is represented by “ 4 


123465678 Q(4,3) 8(3,8) 


. 3 i. < 3 : : AMDRONS: 3 
+ e ; 3 | : : ENERGY:27,345 


a. : : TORPEDOES: 5 


Amdron Torpedoes 


Each Amdron torpedo is represented by“ * ”. Oncea torpedo is fired it 
will proceed in its original direction until it either hits something or leaves 
the Quadrant. In the display diagram below, a torpedo is fired at a 
fictitious target at S(5,5). Notice that the display on the right shows that 
in your Quadrant there are 3 Amdrons, with combined energies totaling 
27,345, and they are harboring a total of 3 torpedoes. In this example, the 
asteroid at S(5,4) is destroyed. Notice that in Q(4,3) in the bottom center 
the display has changed from “139” to “138” because of the destruction of 
an asteroid. 


12345678 (4,3) $(3.8) 


AMDRONS: 3 
ENERGY:27,345 
TORPEDOES: 3 


@veGReN= 
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Starbases 

Recall that a Starbase is represented by“ © ”. Information concerning 
the supplies and location of the Starbase is displayed on the bottom right 
of the console. If you are not in the same Quadrant as a Starbase, the 
“BASE” line will be of normal intensity, If you are in the same Quadrant 
but not docked, the “BASE” line will be more intense. Finally, if you are 
docked, the “BASE” line will be underlined (or reverse video if a color 
monitor is used). 


(4,3) 8(3,8) 


AMDRONS: 3 
ENERGY:27,345 
TORPEDOES: 3 


BASE: Q(4,3) Es 78,000 T 238 
(intormation on other bases) 
( will be displayed here ) 


@veneuns 
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Status 

Directly beneath the Quadrant and Sector Designations is shown the 
current stardate. This line is an indicator of elapsed time. It will continue 
to increase as you execute commands. Also, as you will see, each 
command requires a certain amount of time for execution. Beneath the 
stardate line is information concerning the STATUS of your Quadrant. 
Your status will be one of the following: 


' 


No Amdrons in your Quadrant 
Energy reserve has dropped to 1/3 of original 
One or more Amdrons or Amdron torpedoes in your Quadrant 


You are in a Sector adjacent to a Starbase 


(4,3) $(3,8) 

1 STARDATE: 14.6 
2 STATUS: +RED+ AMDRONS: 3 
3 ENERGY:27,345 
TORPEDOES: 3 


4 
5 
6 BASE: Q(4,3) E« 78,000 T =38 
7 (information on other bases) 
8 ( will be displayed here ) 


UFS Valiant Energy And Torpedoes 

Beneath the STATUS line of the console is displayed the current 
ENERGY reserve of the UFS Valiant. The three ways in which your 
energy can decrease are: travel, a hit by an Amdron laser, or your firing of 
a laser. Recall that if your energy drops to | /3 of its original value, your 
status will be yellow. Also recall that if your energy level drops to zero, 
your ship is destroyed. 

Beneath the energy reserve is the number of TORPEDOES currently 
being carried by the UFS Valiant. Remember that the number of 
torpedoes that can be fired at one time is limited by the number of 
torpedoes or torpedo tubes, whichever is smaller. 

When you wish to replenish your stores of torpedoes and energy, simply 
go to a Quadrant which contains a Starbase, and move to an adjacent 
Sector. Your status will change to “DOCKED”, and you will be 
resupplied with BOTH energy and torpedoes. This assumes that you have 
not already depleted the resources of that Starbase. 


Q(4,3) 8(3,8) 
STARDATE: 14.6 
STATUS: -RED+ AMDRONS: 3 
ENERGY: 21.629 ENERGY:27,345 
TORPEDOES: 4 TORPEDOES: 3 


BASE: Q(4,3) Es 78,000 T #38 
(information on other b: ) 
( will be displayed he 


Amdron Ships And Your Rating 

Directly below the “TORPEDOES” line is a line which will remain blank 
until either the Amdron Flagship or Amdron Fuelship is destroyed. 
When you do so, it will be reported here. 


The final portion of the UFS Valiant console gives information 
concerning the number of Amdron battle cruisers remaining in the 
galaxy, and your current rating. You will remain in play until either you 
are destroyed, you surrender, or all the Amdrons in the galaxy are 
destroyed. As mentioned earlier, your rating will increase for every 
Amdron you destroy, and decrease with the passage of time. 


(4,3) 'S(3.8) AMDRONS: 38 
1 STARDATE: 14.6 RATING: 1,435 
2 STATUS: +RED+ AMDRONS: 3 
3 ENERGY: 21,629 ENERGY:27,345 
4 TORPEDOES: 4 TORPEDOES: 3 
5 FLAG & FUEL SHIP DESTROYED 
6 BASE: Q(4,3) Ex 78,000 T «38 
7 (nformation on other bases) 

8 ( will be displayed here ) 


1 
2 
3 
4 
5 
6 
7 
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Sensor Damage 

As mentioned earlier, if the UFS Valiant is hit by Amdron laser fire, it is 
possible that a Valiant system will be damaged. If the SENSORS become 
damaged, the ship is visually crippled. The only reliable console 
information will be YOUR energy, YOUR torpedo count, YOUR 
Quadrant and Sector location, YOUR rating, and the stardate. The 
Quadrant map on the left of the console will not be updated, not even 
your location will be accurately displayed. You cannot fire lasers or issue 
a fire command because the sensors are used to locate targets. You may, 
however, fire torpedoes by using the “Torpedoes” command, Warp to 
another Quadrant, or Cruise within your Quadrant to dodge any 
torpedoes which have already been fired. You may, of course, use the 
“Damage” command to check repair time, and “Wait” until the sensors 
are repaired. 


CHAPTER 4. GETTING STARTED 


When you start the game, a message will appear which says: “Federation 
Regulations require your name:”. At this time, type any “name” by which 
you wish to be known, not exceeding 35 characters, and press the 
ENTER key. The computer will keep an account of your games including 
your high score to date, your current average, and your number of wins 
and losses. WARNING: the registrar remembers only the first 8 
characters of your “name”; therefore, if a new player uses the same first 8 
characters as an already existing player, the previous players record will 
be recalled. 

For new players, a message will then appear: 

“No record of you exists, please enter your average on the default disk. 
For a new player, The Training Center suggests about 400:” 


If you wish your initial rank to be that of First Officer, enter a score 
between 200 and 1000, for a rank of Captain enter ascore of 1001 to 1500; 
or for the ambitious among you, enter a score between 1500 and 2000. The 
score you enter here is ONLY for determination of initial rank and does 
not affect your actual average. Next, a message will appear which asks 
whether or not you wish to see your orders. For new players it is highly 
recommended. 


When you start actual play, you will notice that most of the screen is 
blank. It is here that the computer will respond to your commands. First, 
your command will be restated, then the events and general information 
will be listed. In this space you will be shown pertinent information such 
as distress calls from your Starbases, flight paths of your torpedoes, 
Amdron activity within your quadrant, etc. If there is more information 
that will not fit on the screen, this message will appear: “PRESS THE 
SPACE BAR TO CONTINUE”. After you press the space bar the 
messages will scroll up on the screen with new messages displayed at the 
bottom. 


12 


13 


CHAPTER 5. COMMANDS 
NOTE CONCERNING COMMANDS: Some commands require no 
game time at all. Usually, these commands are used to obtain information 
not displayed on the console. Other commands require a fixed amount of 
time for execution. Lastly, there are commands that require a varying 
amount of time. These commands are responsible for letting a specified 
amount of time elapse or for moving the UFS Valiant. In the latter case, 
the farther your ship is moved, the more time required. As time passes, 
your rating will decrease, and as Amdron battle cruisers are destroyed, 
your rating will increase. Hence, it is important to judiciously use those 
commands which require time. 
COMMANDS 

Parameter Abbreviations: 

Qr: Quadrant row number 

Qc: Quadrant column number 

E : Unit of Energy 


Sr: Sector row number 
Se: Sector column number 


COMMAND PARAMETERS TIME DESCRIPTION 
(Abbreviation) 
ion Key) 
pee MOVEMENT 
Cruise Sr. Se Variable The ‘Cruise’ command is used to move the UFS 
(CR) Valiant WITHIN a quadrant. The UFS Valiant 
(F10) will move to the Sector specified by Sr, Sc 


UNLESS BLOCKED BY ANOTHER OBJ- 
ECT. If this should happen, the UFS Valiant 
computer will automatically shut down the 
Engines to avoid hitting the object. It is import- 
ant to note that if the obstacle is an Amdron 
torpedo, it may continue moving and hit the 
UFS Valiant. 


Course Qr, Qe, Sr, Sc Variable The ‘Course’ command may be used to Warp 
(CO) from one quadrant to another. Qr,Qc will 
(F9) become the new quadrant and Sr,Sc will be- 
come the new sector location. The UFS Valiant 
must have a clear path out of the quadrant in 

order to leave. 


Warp Factor, ‘WF’, is used to set the speed of 
the Warp Engines of the UFS Valiant. Warping 
is used to move BETWEEN quadrants. The 
faster you travel the greater the energy 
consumed. WARNING: an increase in the 
Warp speed also increases the chance that you 
will Warp into an unexpected quadrant. Use 
ONLY the abbreviation for this command *WF" 


Warp Factor Desired speed 0 
(WF) [1.0- 9.0] 


/ 


COMMAND PARAMETERS TIME 
(Abbreviation) ATTACKS 


(Function Key) 

Lasers { E 0.1 ‘Lasers’ are used to direct energy against ALL 
(LA) the Amdron battle cruisers in your quadrant. 
(F5) Obstructions have no effect on laser fire. The 
amount of energy specified, (E), is divided 
evenly among all the Amdron battle cruisers in 
the quadrant. The UFS Valiant computer then 
fires at each battle cruiser. In order to be fatal, a 
laser attack must reduce the Amdron battle 
cruiser’s energy to zero. Recall that some energy 
will be deflected by the Amdron’s shields. The 
greater the Amdron’s energy, and the greater its 
distance from the UFS Valiant, the less effective 
your lasers will be. Remember also, the energy 
used in a Laser attack is deducted from that of 

the UFS Valiant. 


DESCRIPTION 


Direct { El, E2, 0.2 The Direct command is used to direct the 
(DI) specific amounts of energies (El, E2, etc.) 
(F6) against particular Amdron battle cruisers in 
your quadrant. This command should be used 
after the ‘Amdron’ command which is described 
below. The UFS Valiant uses the first amount of 
energy (El) against the first Amdron battle 
cruiser, the second amount of energy (E2) 
against the second battle cruiser etc..... The 
“Amdron” command will inform you which 
Amdron is first, second, ete 


Fire t 0.3 The ‘Fire’ command will call on the UFS 
(FD Valiant computer to fire torpedoes at all 
ey) Amdron battle cruisers and enemy torpedoes. 
Once all targets are located, they are sorted by 
distance, and the closest targets are fired on 
first. The number of torpedoes fired will be the 
least of the following: 
ethe number of targets, 
ethe number of your Pulse tubes, or 
ethe number of remaining torpedoes. 


¢ The UFS Valiant computer can calculate targets more quickly than you can. 
Therefore, if you are going to torpedo all targets, the ‘Fire’ command is faster than 
the ‘Torpedo’ command. Similarly, if your intent is to laser all enemies, the 
‘Lasers’ command is faster than the ‘Direct’ command. Sometimes it is necessary 
to override the computer targeting. For example, if your base is between you and 
an Amdron, the ‘Fire’ command would destroy your own Starbase. 


For: IBM PCjr, PC, and XT* 
Requires: 128K, 1 disk drive, and 
an 80 column display 


Here at the United Federation of Peoples Training Center, we place great importance 
on battle simulations such as the one you will soon begin. In this simulation you are the 
Commander of the United Federation StarShip Valiant. Your mission is to destroy all 
the Amdron battle cruisers invading the galaxy, 


Your worthy foes are Amdrons. Amdron battle cruisers will employ a strategy of 
relentless attack aimed at destroying the UFS Valiant and its Starbases. During a 
battle, Amdrons will retreat when weakened and be replaced by restored battle 
cruisers. 


The United Federation of Peoples Training Center has established three distinct levels 
of achievement so that your Progress can be measured. The begining level is the rank of 
First Officer, and the simulation is fairly easy. The second rank is that of Captain. At 
this level the Amdron battle cruisers come alive and aggressively attack and defend 
themselves. This is the rank that most cadets will attain. The third and highest rank is 
Admiral. This rank is hard to achieve and difficult to maintain. 


StarShip Valiant is a challenging battle simulation in which you are pitted against the 
computer run Amdrons. You must be agressive, fearless and flexible; able to out-think 
and out-maneuver relentless attacks on the USF Valiant and its Starbases. Dare to 
take the challenge! 


* Registered trademarks of IBM 
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